What is claimed is: 



V) \^ 1 . A method for directing a s^puting device to conduct a game of chance, the 
method comprising the steps of: 

5 generating a subject game element^ving a first class; 

6 displaying the subject game element, thfei;eby displaying an indicia of the first 

7 class; 

8 assigning a second class to the subject game eleh^ent; and 

9 displaying the subject game element, thereby displayi^ig an indicia of the second 
f=k- 10 class. ^ 



1 2. The method of cla^m 1 wherein the subject game element represents a standard 

2 playing card. 



1 3. The method of claim 

2 class includes a second rank. 



the first class includes a first rank and the second 



1 4. The method of claim 

2 class includes a second suit 




a first suit and the second 
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1 5. Thesmethod of claim 1 further including the steps of: 

2 receiving a placement signal; and 

3 displaying the subject game element at a first location in accordance with the 

4 placement signal. 
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6. The method of claim 5 wherein a pre-displayed game element is assigned to the 
first location, the step of displaying the subject game element at a first location including 
the steps of: 

assigning the subject gaAje elementlto the first location; 



displaying the subject 
pre-displayed game element. 



?anife elemedt at the first location, thereby overwriting the 



7. The method of claim sl wherein me placement signal represents a selection of a 
first game set fi-om among a plipality ofjgpme sets, tnfe<fitst_ganie set including at least 
the first location. 



1 8. The method of claim 7 fiirther including the steps of: 

2 determining a display duration of the subject game element; 

3 erasing the subject game element fi-om the first location; 

4 identifying a second game set having a correstoonding second location; 

5 assigning the subject game element to the seconJi location; and 
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6 displaying the subject game element at the secx)nd location upon expiration of the 

7 display duration. 

1 9. The method of claim 7 including the step of 

2 receiving an evaluation signal specifying a game set; and 

3 evaluating, an outcome of the specified game set. 
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10. The method oRclaim 9 wherein a null game element is associated with at least one 
game element location corresponding to the specified gariie set. 



1 1 . The method of claim 
representing a request to dis 



irther comprising the step of receiving a request signal 
tla\ the subject game < 



1 12. The method of claini 1 fiirthe\cc riaprising the step of randomly generating a 



request signal representing aVrequest to 



prate the subject game element. 



13. The method of claim IZ^whereiij the st^pspf randomly gen^ating a request signal 
includes 

generating a random slot result; and 
generating the request signal based on the slot tesult. 



1 14. The method of claim 1 3 wherein the step of determift^ng a first class is based on 

2 the slot result. 
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15. The method of claim 1 further including the steps of: 

de^rmining a maximum display duration corresponding to the subject game 
element, the\naximum display duration representing an amount of time that the subject 
game element may be displayed with the corresponding first class; 

determining an elapsed display duration corresponding to the subject game 
element, the elapsed display duration representing an amount of time that the subject 
game element has been displayed with the corresponding first class; 

determining whmher the elapsed display duration is within a predetermined range 
of the maximum display duration; and 

if the elapsed displaV^ration is^^thin the predetermined range of the maximum 
display duration, displayir^ at^indici i represrating forthcoming expiration of the first 

le element. 



class corresponding to the subject g; 



ating device to conduct a game of chance, the 



1 16. A method for diri acting a cor 

2 method comprising the* steps of: 
generating a plurality of gar^e ele^^^ts^ach gaineelerjjent having a 



corresponding class; 

displaying each of the^>kirality of ganJ^ elements, thereby displaying an indicia of 
each of the corresponding class; 

receiving a selection signal representing a flection of a subject game element 

8 from among the plurality of displayed game elements 

9 assigning a second class to the subject game elekient; and 
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10 displaying the subject game element, thereby displaying an indicia of the second 

1 1 class. 

1 17. A method for directing a computing device to conduct a game of chance, the 

2 method comprising the steps of: 

3 generating a^game element having a first class; 

4 displaying the^ame element, thereby displaying an indicia of the first class; 

5 determining a dirolay duration of the game element; and 

6 erasing said game element upon expiration of said display duration. 
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18. A method for directing ^(computing device to conduct a game of chance, the 
method comprising the steps of: 

receiving a game element re<kies/t signal; 



generating a game e 
displaying the game 



signal; 



ement havlpg a first class; 

element, tp^eby displaying an indicia of the first class; 
receiving a placemeht signal; i 
displaying said game element at a lo^tion in accordance with said placement 

assigning a second class to the game element; and 

displaying the game element, thereby displaying an indicia of the second class. 
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19. A^computing device for conducting a game of chance, the device including: 
a mei^ory; and 

a processor operatively connected to the memory; 

the memorwbr storing: 

game element data corresponding to a subject game element, the game 
element data including a\lass identifier representing a class of the subject game element/ 
and 

a program for controlling the processor; and 
" the processor operative with the program to perform the steps of: 

generating and storin^^pie'gan^element data representing the subject 
game element having a first classj 

displaying the s^abject gaJije eleij^ent, thereby displaying an indicia of the 

first class, 

generating am storing the cl/^ id^tifier, thereby assigning a second class 



to the subject game element, 
displaying th^ 

second class. 



and 



subject game element thereby displaying an indicia of the 



20. The computing device of claim 19 wherein the pr^^cessor is further operative with 
the program to perform the steps of: 

receiving a placement signal; and 

displaying the subject game element at a first location^ in accordance with the 
placement signal. 
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1 21. ^T^e computing device of claim 20 wherein the placement signal represents a 

2 selection of q first game set from among a plurality of game sets, the first game set 

\ 

3 including at leait^he first location. 



1 22. The computing device of claim 2 1 wherein the processor is further operative with 

2 the program to perform the steps of: 

3 determining a display duration of the subject game element; 

4 erasing the subject game element from the first location; 

5 identifying a second gaine set having a corresponding second location; 

6 assigning the subject game^lement to the second location; and 

7 displaying the subject gam^/ei^ent ^t m^second location upon expiration of the 

8 display duration. 
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23. The computing device 



the program to perform the st jps of: 



receiving an evaluatioi 



of claim 21 Mierein the processor is further operative with 



signal specimng\i game set; and 



evaluating an outcome 6f the st/ecifie 



set. 



. 1 24. The computing device of claim 19 wherein theWocessor is operative with the 

2 program to perform the step of receiving a request sign^ representing a request to display 

3 said subject game element. 
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1 25. The computing device of claim 19 wherein the processor is further operative with 

2 the program to perform the step of randomly generating a request signal representing a 



request to generate the subject game element. 
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26. The computing device of claim 19 wherein the processor is further operative with 
the program to perfoiin the steps of:- 

determining a maximum display duration corresponding to the subject game 
element, the maximum display duration representing an amount of time that the subject 
game element may be displaj^ed with the corresponding first class; 

determining an elapsed Misplav^ufatjpn corresponding to the subject game 
element, the elapsed display duration representin^san amount of time that the subject 



game element has been displaced vHth 
determining whether the elaps\ 



t f^e corresponding first class; 
c isplay duration is within a predetermined range 



of the maximum display 



iration; and 



displaying an indi na representing forthcoming expiration of the first class 



corresponding to the subj 
to be within the predetermi 



ct game element ir^he elapsed display duration is determined 



le of the maximum display duration. 



. I 27. A computing device for conducting a ganSje of chance, the device including: 

2 a memory; and 

3 a processor operatively connected to the mefaiory; 

4 the memory for storing: 
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5 ' 'N^me element data corresponding to each of a plurality of game elements, 

6 the game element;^data including a class identifier representing a corresponding class of 

7 the game element, 'i^nd 

8 a program for controlling the processor; and 

9 the processor operative with the program to perform the steps of: 

10 generating and storing the game element data for each of the plurality of / 

1 1 game elements having a corresponding class; 

12 displaying each of the plurality of game elements, including an indicia of 

13 each of the corresponding class; 

14 receiving a selection signal representing a selection of a subject game 

15 element from among theplurality-ef^i^layed game elements; 

16 generating and stOTing the cRiss identifier corresponding to the subject 

17 game element, thereby assigning a secona ciass to the subject game element, and 

18 displaying me subject game element, thereby displaying an indicia of the 

19 second class. / V 

1 28. A computing device for conducting b game^t chatlce, the device including: 

2 a memory; and \ / \ 

. 3 a processor operatiVeiyconnected to the memory; 

4 the memory for storing: \ 

5 game element data corresponding to a game element, the game element 

6 data including a class identifier representing a class of the game element; and 

7 a program for controlling the processorVand 
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the pK^essor operative with the program to perform the steps of: 

generating and storing the game element data representing the game 
element having a\first class; 

displaying the game element, thereby displaying an indicia of the first 

class; 

determining a display duration of the game element; and 
erasing said game element upon expiration of said display duration. 



29. A computing device fc^r conducting a game of chance, the device including: 
a memory; and 

a processor operatively cdj^^ctod to th^ memory; 
the memory for storinj 

game eleme^ft data corfespoMing t(y a game element, the game element 
data including a class idei^ifier represeruji)!g a class of the game element; and 

I for controlling jSi^ processor; and 

to perform the steps of: 
signal; 

the game 



jame < 



a program 
the processor operative with the/ 
receiving aV 
generating art)s 
element having a first class; 

displaying the game element, thereby\displaying an indicia of the first 

class; 

receiving a placement signal; 
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displaying said game element at a location in accordance with said 
placemeAt signal; 

genferating and storing the class identifier, thereby assigning a second class 
to the game element\ and 

displaying the game element, thereby displaying an indicia of the second 

class. 



1 30. A computing device for conducting a game of chance, the device comprising: 

2 means for generating V subject game element having a first class; 

3 means for displaying th\ subject game element, thereby displaying an indicia of 

4 the first class; 

5 means for assigning a secoi^ class to the subject game element; and 

6 means for displaying the ^bj\ct game el^nife^t, thereby displaying an indicia of 

7 the second class. 

1 31. A computing device for conducting )i game of chance, the device comprise 

2 means for generating a i)lurality oygan^e elements, each game element having a 

3 corresponding class; 

.4 means for displaying each oT the plurality c^game elements, thereby displaying 

5 an indicia of each of the corresponding class; 

6 means for receiving a selection signal representing a selection of a subject game 

7 element fi-om among the plurality of displayed game elenrents; 

8 means for assigning a second class to the subject game element; and 
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9 'means for displaying the subject game element, thereby displaying an indicia of 

10 the second class. 



32. 



class; 



A computing device for conducting a game of chance, the device comprising: 
means ipr generating a game element having a first class; 

means for displaying the game element, thereby displaying an indicia of the first 

means for determining a display duration of the game element; and 

means for erasmg said game element upon expiration of said display duration. 
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33. 



class; 



A computing device^ for conducting a game of chance, the device comprising: 
means for receiving aVame request signal; 



means for generating a 



means for disp 



aying the 



e element having a first class; 
gVme element, thereby displaying an indicia of the first 



^vmg a plaaemerk signal; 

iying ttte gani^^toient at a locationjjr'accordance with the 



means for recei 

means for dispU 
placement signal; 

means for assigning a second class toVhe game element; and 

means for displaying the game element\ thereby displaying an indicia of the 
second class. 
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1 34. /^computer-readable storage medixim encoded with processing instructions for 

\ 

2 conducting a game of chance, the processing instructions for directing a computer to 

3 perform tHe steps of: 

4 generating a subject game element having a first class; 

5 displacing the subject game element, thereby displaying an indicia of the first 

6 class; 

7 assigning a^econd class to the subject game element; and 

8 displaying the\ubject game element, thereby displaying an indicia of the second 

9 class. 
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35, A computer-neadableSstorale medium encoded with processing instructions for 



conducting a game of chance, ^;ie 
perform the steps o : 

receiving a game elemem 



processing instructions for directing a computer to 



signal; 



•efluest signal; 
generating aWame elemeitthaVing a first class; 

displaying thA game elen era, thereby displaying an indicia of the first class; 
receiving a placement signal;> 
displaying said game element at\loVation in accordance with said placement 

assigning a second class to the game element; and 

displaying the game element, thereby displaying an indicia of the second class. 
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